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Fresh from the battles of the Fifth Fronteir War 
comes the I.NLS. HAMMER, the Imperium* s fiercest 
new warship. Now you too can learn everything 
there is to know about the Grand Admiral's 
pride and joy. 



"I . N . S . HAMMER 11 is a comprehensiv 
examination of the new 20^000 ton 
Assault Cruiser, including deck 
plans , statistics , illustrations , 
and scenarios, plus an IVxl?" 
fold-out mao. 
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NOTES FROM THE CAPITAL 



The Emperor is dead! Long live the 
Emperor ! 

In late April we received a pack-* 
age from GBW detailing this tremen- 
dous change in the history erf the Itn- 
perium. More details on this event, 
and its eHF-fects on the Trojan Reach- 
es, will be revealed in future is- 
sues . 

Starting this issue, we are set- 
ting an official U.S. price for Third 
Imperii*™. As postage rates rose in 
April, it is slightly higher than be- 
fore: $2,00 U.S. for one issue, and 
$7. 50 U.S. for a one -year subscrip- 
tion. (We do accept U.S. cheques. 5 
The Canadian cost remains at its usu- 
al price. 

Up till now , Th i rd Imper ium has 
published the first week of January, 
April, July, and October. This is 
about to change. Issue #7 will come 
out in September 1987, and subsequent 
issues wi 1 1 appear i n December , 
March, and June of each year. 

I would now like to address a 
problem that has plagued us since our 
f irst issue: of f icial contradiction 
of T.I. articles. Since our incep- 
tion, we have published several arti- 
cles that have later (or even simul- 
taneously) been contradicted by ap- 
proved -far -use-wi th-T ravel 1 er pro- 
ducts. 

Two articles are outstanding in 
this respect. In T.I. Ml we printed 



an article on Terraf arming. Since 
then it has been contradicted by both 
Grand Survey and Grand Census. How- 
ever, the article can be taken as 
concerning the process for TL 16 ter- 
raf orming. Information on corpora- 
tions can apply to small-scale terra- 
forming. The adventure, unfortunate- 
ly, doesn't work at all. 

In T.I. **3, we presented the Grav 
Bel t in Inside Equipment. The same 
week, Digest Group published their 
article on Grav Belts. On the whole, 
the 'official ' article was consider- 
ably better than ours. However, their 
con t r o 1 system is r i d i cu 1 ous 1 y com- 
plex. I would suggest substituting it 
with ours (a microprocessor which 
responds to hip movements, flying the 
belt in the direction you point your 
body) . 

This issue is our special Blotch 
issue. Most of our articles deal with 
the Blotches, a new minor race that 
Dave and I have been working on since 
the fall. Hope you like them as much 
as we do! This issue also includes 
the Complete Imperial Timeline, a 
special pull-out supplement. Al 1 this 
material has taken up so much space 
that we have been forced to cut this 
issue' s subsector . I t wi 1 1 be back 
i n September . 

Enj oy ! 

-Mike Jackson, 
Ed i tor 
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CYBORGS 



PART 3 




/^ffcr jack so*/ % & 7 

Androids, Clones, and Regeneration 
are very important aspects of geneer- 
i ng ( genet ic engi neer i ng) and are 
strongly linked both to cyborgs and 
to D^e another. 

REGENERATION 

Originally developed at TL 9, regene- 
ration is a special process that al- 
lows a person to regrow lost body 
parts. Regeneration requires a hookup 
to special equipment, and through ap- 
plication of electric current and 
special drugs, can regenerate any or- 
gan or limb over a period of 7 to 12 
weeks (ld+6) . Unfortunately, this 
length of time restricts its use to 
1 imbs, eyes, tongues, and other less 
necessary body parts. A person with- 
out a heart will not live long enough 
for it to regenerate. 

Rege ner at i on re qui res the charac- 
ter to be bed-ridden in a hasp i tal 
for the full period, at a cost of 
CrlOO 000 per week- It is for this 
reason that many people turn to cy- 
bernetics or cloning regeneration 
often takes too long and costs too 
much . 

CLONING 

There are two basic types of clones, 
simp le ones and true ones. Simple 
clones are created at TL 8. They are 
made from the original's cells, and 
are placed in a human womb they 
then grow at the same rate as normal 
humans. 



Simple clones are physically iden- 
tical to the original — the first 4 
digits of the UPF are the same. But 
that is the end of the similarity; 
personality and abilities are usually 
quite different, as the clone will 
have been brought up i n a d if f erent 
environment from that of the origi- 
nal . 

At TL 13, geneering vats are in- 
vented — a clone can be developed 
from creation to any age within them, 
without ever having to be removed. 
This, coupled with the use of Growth 
Quickening Techniques, allows a clone 
to be developed to age 30 in three 
months, Such a clone will be com- 
pletely mindless, since it has had no 
exposure to the outside world- 
Final ly, at TL 16, true clones be- 
gin to be developed: these clones 
have their originals' mind patterns 
(personal ity, memories, etc- ) im- 
printed on their brain, making them 
exact duplicates of the originals. 
UPP and all statistics will be iden- 
tical . 

Simple clones are largely a scien- 
tific curiosity. Costing CrlO 000, 
they are only occasional ly used to 
allow sterile or rnateless people to 
have children, Simple vat clones, 
costing 50 000, are used by the 
r i ch as an a 1 tern at i ve to regenera- 
tion organs are removed from the 
clone for the original. Most rich 
people at these tech levels will have 
at least two or three back-up clones 
in low berths. 

True clones are highly expensive, 
Cr550 000, and extremely rare. They 
can be used by politicians and other- 
mega- r i ch f i gures as a bac k-up i n 
case of death if Duke Attorn is 

killed, Duke Attorn 2 is dragged out 
of storage. If he is killed, Duke At- 
torn 3 is haul ed out . These tech- 
niques are just beginning to be dis- 
covered in the Imper ium , but could 
enter use as soon as the 1130' s. 

Treatment of c lones varies consi - 
derab 1 y throughout the Imper i urn. On 
seme worlds they have all the rights 
af humans , and on others they have 
none at all- This is based largely on 
the richness of the world if peo- 

ple can afford clones, they will be 
1 egal . Of ten , even if it is not legal 



to kill them far thei r organs, i t 
wi 1 1 be legal to use them for slave 
I abour ■ 

Humans and Hivers are the only 
races to widely use clones Asian 
feel it is dishonourable, K' Kree f ind 
any trad i ng in f 1 esh d i stastef u 1 , and 
Vargr j ust don' t bother . 

ANDROIDS 

Androids are a comb i nat i on of c loni ng 
and genet ic engi neer i ng 1 i teral ly , 
they are artificially created organ i c 
beings. At TL 15, DNA chains are spe- 
cifically tai lored to create the de- 
sired characteristics, and the being 
i s t hen grown i n a mod i f i ed c 1 on i ng 
vat . 

At TL 15 , most andr-Di ds have a 
natural 1 if espan of 10-15 years. As 
technology advances, they gradual ly 
became less and less susceptible to 
breakdown and agi ng. By TL 21 , they 
ar = , for all i n tents and purposes, 
immortal . 

Androids can take any form, from 
monster to midget to normal human, 
limited only by the natural con- 
straints of bi o logy . However , they 
are almost always incapable of repro- 
duction this is limited not by 
technology but by Imperial law. Of- 
ten , they are i dent i f i ed by tattoos 
or ser i al numbers. 

Examples of androids in science 
fiction include Friday from the book 
by Robert A. Heinlein, Ash and Bishop 
from the Alien films, and most of the 
characters in the film Blade Runner. 

Pr i ces vary cons i derab ly for an- 
dr-oi ds , but are r arel y 1 ess than a 
megacredit. No specific design rules 
can be given but three examples of 
Imperial androids may be of help: 

A.G.E. (Android Gene tic Engi ri- 
ser i ng) Proj ect type 2: "Super -Hu- 
man. " This type of android is al- 
most exact ly like a normal human , 
with the only exception being that 
its first four stat i st ics 

(strength, dexter ity, endurance, 
and intelligence) are all level F. 
Avai lable in both male and female 
ccnf i gu rat ions, about 100 have been 
made, 70 of which have been sold, 
leased, or set free. CrlSOO 000. 

A.G.E. Project type 3: "Kobold." 
This android is a one-metre tall 
dwarf with stats of A7F5— and IR 



v i s ion . Created spec ifically for 
cheap mini ng 1 abour , 1200 have been 
made, 900 of which have been bought 
mini ng compan i es , Cr 800 000. 

A.G.E. Project type 5: "Mon- 
ster. a Only one of this type of an- 
droid was ever made , and i ts where- 
abouts or even cont i nued ex i s- 
tence — are comp lete 1 y unknown . 
Three metres tall, looking like a 
cross between a man and a machine, 
A.G.E. 5 has a UPP of KKKFAK , with 
the f i nal stat i st i c represent i ng 
Psionic strength. CriO 000 000. 

Andrei ds are rare in the Imper ium, 
and are generally regarded as proper- 
ty. However , they can be officially 
released, and then gain the rights of 
normal humans. Imper ial androi ds have 
a 1 1 been bu i 1 1 by an Imper i urn-owned 
corportaion, Imperial GeneBr-ing f L IC . 

The Hi vers have ex per imented with 
a few androids, and the Ancients used 
them often. No other race either has 
the technol ogy or has the des i re to 
create them. 

This concludes our series on Cyborgs, 
Clones, and Androids. We hope you 
will find it useful in your cam- 
paigns. 
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BLOTCHES 



by Mike Jackson and David W. New 

EDITOR'S NOTE: Last September , Dave 
and I set out to create a truly 
"alien* alien race -for Traveller. We 
wanted to make them as different as 
possible, both physically and men- 
tally, from any previous Traveller 
alien. After countless hours spent 
argui ng about the race, we came up 
with the Blotches, and with them we 
think we have succeeded. 



The Blotches are a unique minor alien 
race native to Acrid (The Borderland 
0302), a large world in the Trojan 
Reaches. Though humans have shared 
their world for over 75 years, they 
were only discovered to be intelli- 
gent in 1073. Since then there have 
been several attempts at communica- 
tion, all of which have been only 
marginal ly successful . 

Blotches are chl orohydracarban- 
based lifeforms, and thus one of only 
six sentient races ever contacted not 
based on simply carbon. They are also 
un i que in that they have no f ixed 
shape. They consist of a highly flex- 
ible, muscular "skin" filled with a 
gel at inuous neuro-f luid in which 
floats all of their organs. Their 
mass is about 35kg. 

This physical construction allows 
Blotches to change shape at will, by 
stretching and contracting their skin 
to the desired form. They can take 
almost any outline, with a minimum 
contraction of a Im diameter sphere, 
and a max i mum ex tens ion of an 8m 
long, 10cm diameter cylinder. When 
dealing with humans, Blotches often 
take a vaguely human form. 

Blotches move by a version of this 
process, stretching pseud opods for- 
ward and then flowing into them. The 
Bl otch "ooze" i s very energy- eff i - 
cient but rather slow; thus, they 
move at half speed. 

Blotches "breathe" chlorine, by 
stead i ly absorbing it through their 
skin. They digest 1 i v i ng matter i n 
the same fashion, wrapping around and 
steadily absorbing it. This process 
taken apprax i mate ly 10 minutes per kg 
of food, (An average meal is about 
5kg-) Blotches feed mostly on Rollers 



muscular skin 



eyes 



■ brain 



elec trical 
sensor 




digestive 
system 



neuro-f luid 



elec trical 
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and Tanglers, which they raise in 
their communi t i es. 

The neuro-fluid of a Blotch gains 
its name from its primary function. 
Though it also serves to digest food 
and carry nutrients to all parts of 
the body, its main operation is to 
carry signals to and from the brain 
(much 1 ike the human nervous system) . 

While Blotch neuro-fluid is much 
less susceptible to damage than human 
nerves, it has the one disadvantage 
of working quite slowly. Also, the 
farther a signal must travel within a 
Blotch, the weaker it becomes, until 
at 8m length they cannot feel their 
other end. 

Blotches have four senses, some 
quite strange. They have a sense of 
touch and a sense of sight both simi- 
lar to those of humans (although they 
see mostly in the IR wavelengths). 
They have a sense of "hearing* which 
works on the same principle of their 
sense of touch -~ they feel the air 
vibrations that create sound. The 
fourth is an elec trical sense, de- 
tecting the existence, location, and 
strength of electrical and magnetic 
fields within medium range (50m). No- 
one has yet determined how this 
works. 

Linked to the Blotches' electrical 
sense is their main defense mechan- 
ism- Like Ter ran e 1 ec t r i c eel s, they 
can generate short bursts of electri- 
city. Two hours are required to re- 
charge. (Information on damage and 
roll to hit is included in Trave 1 - 
ler's Hardware, this issue. ) 

Blotches can also bleed small 
amounts of electricity in coded pul- 
ses; this serves as their main form 
of comma n i cation. 



The strangest Blotch phenomenon is 
probab 1 y the "group -me 1 1 . " Dur ing 
emergencies or group discussions, all 
the individuals in a community will 
•fuse together and form a si gn le or- 
ganism. They become one mind, sharing 
al 1 knowledge and ski 1 Is, and making 
important decisions, The entire pro- 
cess lasts anywhere from two to 12 
hours. 

Another vers i on of the group-mel t 
allows Blotches to reproduce. Each 
Blotch gives up one or two kilograms 
of its neuro~f lu i d , and over the 
course of a week, the group— mind 
shapes the material into new Blotch- 
es. 

SOCIETY 

Blotches are intell igent , curious, 
and by Imper i al standards qui te na~ 
i ve . They rare 1 y 1 eave thei r wor 1 d 
and care little for external affairs. 
They are quite calm, unhurried, and 
practical. They constantly investi- 
gate the universe through theory, but 
build only what they need. Therefore, 
although they have knowledge of sci- 
entific processes up to TL 15 (and 
occasional ly beyond) , most of their 
products do not r ise above TL 7. 

Blotches live in communities of 50 
to 100 individual s. These consist of 
underground caverns and 1 aw surface 
domes, always open to the surface and 
atmosphere. Communities are total ly 
self -suf f icient , including farming, 
mi n i ng , and manuf ac tur i ng f ac i 1 i t ies. 

Ambassadors are constant ly tra- 
vel 1 i ng among various vi 1 lages, 
group -melting with them, gaining the 
comrnuni ty ' s knowledge, and spreading 
it to other vi 1 lages. This process 
ensures that knowledge grows at a 
constant rate throughout Acr i d , and 
as a side effect, all Blotches share 
all Blotch knowledge. There is no 
spec i a 1 i 2 at i on in B 1 ot c h soc i ety > 
each individual can do everything. 



When a matter of planet-wide scale 
is to be considered, as was the case 
when the Blotches decided to bui Id 
the BXC-i, first the individual com- 
munities all group-melt to decide on 
the matter, and then each community 
sends out one Blotch to meet and 
group-mel t with representatives of 
all other communities. In this fash- 
ion, every Blotch on Acrid gets a say 
in the decision. 

Blotches are great phi losophers 
and researchers and value knowledge 
very highly: they will sacrifice doz- 
ens of i ndi vidua Is i n order to gai n 
new knowledge for the comrnuni ty . 
Blotches place little worth on the 
i nd i v i dual , concent rat i ng on the 
group as a whole. A perfect example 
of this is the fact that i nd i vidua 1 
Blotches do not have names, but com- 
munities do. 

This point is worth dwel 1 ing on 
and is integral to Blotch psychology. 
They will under no circumstances harm 
a being of any kind which is alone, 
in case it has knowledge unshared by 
anyone else. But when confronted by a 
group , they feel no qualms about 
killing all but one of the assemblage 
if they need to. The mentality of the 
group-melt dictates that all groups 
share the same knowledge, and if one 
individual is spared, the knowledge 
will remain. This instinct affects 
all creatures, whether they actually 
possess intelligence or not. 

Bl otches will occasi onal ly have 
"wars'* over specific mineral resour- 
ces, but these are on a very small 
scale. The victorious village will 
wipe out all but one Blotch from the 
defeated vi 1 lage, and then integrate 
that Blotch i nto i ts own comrnuni ty, 
sharing the knowledge of the group. 

BLOTCHES AND OTHER RACES 

Bl otches and humans 1 argely ignore 
each other, apart from the occasional 




sc i e n t i f i c party. He i t h er r ace i n t er - 
feres with the actions of the other, 
thus keeping the peace. 

Blotches find humans tremendously 
funny, and will make constant (inde- 
cipherable) jokes about them. Inter- 
racial communication is rather diffi- 
cult as humans cannot detect the 
Blotches* electrical signals. Recent- 
ly, Blotch- human translators have 
been developed (as detailed in Tra- 
veller^ Hardware, this issue) but 
many concepts of one race do not make 
sense to the other, and phrases such 
as, "The Trappers twelve to phosgene 
purple," can sometimes occur* 

The strange physical attributes of 
the Blotches earned them their common 
name, along with several nicknames, 
including "Slimies,* "Snots,* "Bags,* 
and " Jello's. * 

During the Rebellion (1116-1125), 
Asian farces invade and capture Ac- 
rid. Finding the world very unpleas- 
ant, they leave only a minimal gov- 
erning task-force. They are convinced 
that the Blotches are unintelligent, 
and after destroy i ng the Blotches* 
only ship (the BXC-1), leave them 
largely alone. 

PLAYING BLOTCHES 

Den' t . 

REFEREEIN6 BLOTCHES 

That 5 s better. Seriously, Blotches 
cannot be properly played by anyone 
but the referee. When using Blotch 
NPC's, keep in mind their strange 
mental i ty and commun i cat ion difficul- 
t ies. 



Blotches outside their community 
act very similar to chi Idren, inves- 
tigating everything with almost total 
disregard for danger, and generally 
getting in the way. They can be a 
great source of comic relief, espe- 
cially in extremely ser ious adven- 
tures . But whatever you do, don * t 
overplay them as bumbling children! 
Blotches may be funny, but they're 
not stupid. 

Blotches can be best treated as 
Animal encounters with 30 damage 
points. They cannot be knocked uncon- 
scious. Blotches are immune to blunt 
weapons (cudgels) and take only 1/4 
damage from slashing weapons (swards) 
due to thei r soft, f lexible nature. 
Puncture weapons (daggers, spears) da 
1/2 damage, as do most slug throwers. 
Energy weapons and explosives (inclu- 
ding HE and HEAP ammo) do full dam- 
age, as they 1 i teral ly scramble a 
Blotch's insides, or even blow them 
apart. As has already been mentioned, 
they wi 1 1 never attack a lone indivi- 
dual, but they will freely go after a 
group. 

Al 1 Blotches can be treated as 
having the following skills: 



Agriculture 


- 2 


Herding 


- 2 


Biology 


- 2 


Chemistry 


- 2 


Commun i cat ions 


- 1 


Computer 


- 2 


Electronics 


- 4 


Engi neer i ng 


- 1 


Gambl ing 


- 1 


Gravi t ics 


- 3 


Jack -of -al 1 -Trades 


- 4 


Lab Tech 


- 2 


Liaison 


- 1 


Lightning Rod 


- 2 


Linguistics 


- i 


Mechanical 


- 4 


Medical (Blotch) 


- 3 


Physics 


- 2 


Prospecting 


- 2 


Reconnaissance 


- i 


Research 


- 4 


Surv i val 


- 4 


Vacc Suit 


- 1 


Vehicles, Grav 


- 2 


Vehic les, tracked 


- 2 



cles, or hea\ 
correspond i ng 



robots, wheeled veh i - 
/y weapons, so have no 
sk i 1 Is. 

Cent rnued on page 16 



TRAVELLER'S HARDWARE 



BLOTCH EQUIPMENT 

The following are items which may be 
of use in an adventuring situation. 
Prices are not listed as Blotches 
have no currency. All unspecified in- 
formation can be assumed to be the 
same as in similar Imperial 
ment . 



equip- 




ED 
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LIGHTNING ROD: 

This pole is one metre long and 
weighs 1200g. Built o-f superconduc- 
ting material, the lightning rod con- 
ducts a Blotch's electrical shock. 
The electricity is amplified and 
hurled from the end of the rod like a 
bolt of lightning. The lightning rod 
has very 1 im i ted range , reach i ng no 
farther than five metres. TL 6. 



Hue 


Jack 


Desk 


Clotk 


AbUt 


Rtflec 


lattlt 


C S 


C S 


C S 


C S 


c s 


C S 


C S 


LiShtniig M (31) 7 4 


7 4 


? 6 


10 7 


7 4 


9 6 


16 13 


Blotch Shock (21) b 6 


6 6 


8 8 


9 ? 


6 6 


8 8 


15 15 



ELECTRO-CARBINE: 

Similar to the human Gauss rifle, the 
elctro-carbine uses a Blotch's elec- 
trical charge to power electromag- 
nets, hurling an explosive round. It 
holds a magazine of 40 rounds, and 
can fire one, four, or ten shots per 
round . 

Weight: 3500g ( loaded magazine: 
400g.) Length: 800mm. TL 13. 4D dam- 
age, hits as Gauss rifle -2. 



BLOTCH COMMUNICATOR: 

This small electronic device trans- 
lates a Blotch's communication pulses 
into radio waves and beams them to 
another communicator , wh i ch then 
translates them back. It is usually 
carried inside a Blotch's body and 
has a range of 50km. lOOg, TL 6. 

BLOTCH TRANSLATOR: 

This machine translates the signals 
from a Blotch communicator into stan- 
dard Galangl ic, and vice versa. 
Translations are still imperfect, due 
to the comparative newness of the in- 
vention and the great disparity be- 
tween basic concepts of the lan- 
guages. Proper use of the Blotch com- 
municator is a DIFFICULT task. 
CrlOOO, 1.5kg, TL 12. 

BLOTCH VACC SUIT: 

Made of an extremely elastic, trans- 
parent material, this suit acts just 
like a TL 14+ human vacc suit. It can 
stretch and flow with a Blotch's bo- 
dy , and can supp ly c h 1 or i ne for 8 
hours of breathing. The Blotch vacc 
suit i ncludes a communicator and 
self -seal mod if i cat ion. TL 14. 
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ACRID: 



HOME OF 
THE BLOTCHES 



Acrid 0302 AAC1388-B KoHaitstriai. 

Priiary: Iriten, spectral type K7 III, Kass 9.13 staadard. Stellar diaieter 297 st3t*ard. Luiaosity 2410 staadard. 
Platetary Systet: 5 ujor bodies. One inhabited *orU (Acrid, tot» of III, large gas giant), 3 gas giaits, no planetoid belts, 3 npty 
orbits (15,8,9) in systet. 
Ill ftic*: «eaa orbital radius 11.548 billioa ki (77.2 AO). Period 1845.193 years. Sem satellites. 

Acrid: Period Urwid Tfcicfcl: 124 days, liawter: 16 320 in. fleasity: 1.04. Mass: 2.03 standard. Keaa sirface gravity: 3.17 6. Rotatioi 
period: 34 boars, 42 lisites, 27.8 secoads. Axial iaciioatioft: 29*54 , 27*\ Albedo: 0.93. Sarface atiospberic pressure: 2.2 ati. 
Atiospberic coapositioa: Cbloriie-nitroges an, aall auiftts of kydroges aad carboi dioxide. Protective equipteat necessary. 
Hydrograplics: 87 % (daring net seasoa oily). Hydroyaphic cotpositioi: hydrochloric acid. KeaA sarface tnperature; 80<45*C. 

The home of the Blotches, a ch lorohydracarban-based alien race, Acrid is a 
strange and dangerous wor 1 d . 

PHYSICAL 

Acrid is a large world with an insi- 
d ioas atmosphere , 1 1 has a molten 
core and i s moderate 1 y ac t i ve geo- 
logical ly , with 8 maj or tectonic 
plates and 4 maj or mountai n ranges. 
It orbits Briten, a large gas giant, 
which in turn orbits a red giant 
star* 

Acr i d ' s atmosphere i s composed 
largely of chlorine, nitrogen, and 
carbon dioxide, with trace amounts of 
hydrogen and other gases. At most 
times the atmosphere is merely 
slightly corrosive, but under certain 
conditions (most notably the winter 
season) i t becomes insidious, eating 



through most organic materials and 
even same metals and plastics. 

Acrid is an extremely hot world, 
with an average temperature of 80*=^. 
Because Df this immense heat, human 
habitation is extremely limited. Only 
within its northern Arctic Circle, 
which currently faces away from the 
system's sun, are temperatures close 
to a comfortable 30°. Because of 
Thick's long orbit (1845 years), this 
condition can be expected to continue 
far another 300 years. 

Ac rid requires approx imatel y four 
months to orbit Thick. For one month 
each orbi t Thick blocks the light and 
heat from Briten. This, Acrid's win- 
ter, is a special period. During this 
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TRAPPER 





TANGLE R 



PIERCER 






t irne the average temperature drops to 
10°C, and hydrochloric acid begins to 
precipitate out oHF the air. It col- 
lects in cracks and joints in vacc 
suits and other equipment, gradually 
eating through. It is during this 
time that Acrid's 7% hydrographies 



appear, in the form o-f many acid 
lakes dotted across the surface. 

Winter is also the time when most 
of Acrid's lifeforms meet and repro- 
duce. They gather around the lakes to 
drink, mate, and prepare for the next 
three months. 

NATIVE LIFE 

Acr i d has a 1 arge var i ety of nat i ve 
1 if ef arms, al 1 based on chol or o hydro- 
carbons ( "Chlorine "-based life). They 
are 1 oase 1 y d i v i ded i n to two groups 
"plants," those creatures which 
cannot move by themselves; and "ani- 
mals," those which can. 

In the winter, all Acrid's life- 
forms come out onto the surface. Dur- 
ing the other seasons, the "animals" 
live in huge underground tunnel net- 
works (dug out over the millenia by 
hydrochloric acid) , and the "plants" 
curl up into little balls, hi.berna.t- 
i ng. 

Several of Acrid's lifeforms de- 
serve special note. 

PIERCER : -Animal . " Lives off other 
animals, especial ly Blotch- 
es . Uses its long forel imbs 
to grab prey, then inserts 
its need 1 e- 1 i ke mouth and 
sucks out neuro-fluid. 

CARPET : "Plant." Lives off animals. 

Appears as 1 arge transparent 



ROLLER FLIGHTWING 

film. When stepped on, it en- 
gulfs its prey, stuns it with 
natural ly-produced chloro- 
form, and begi ns to devour 
it. 

ROLLER: "Animal . " Feeds on plants. 

Herds animals. Blotches' ma- 
j or food source. 
TANGLER: "Plant." Lives on HC1 and 
sunl ight . Major food source 
of Rol lers and Blotches. 
Grows in huge patches, se- 
veral k i lometres across. 
WORM: "Animal." Feeds on other ani- 
mals. Burrows its way into 
prey, gradual ly devouring en- 
tire body. 



All of Acrid* s 1 ifeforms see in 
the i nf rared spectrum and have an 
electrical sense. Piercers and Car- 
pets have been known to attack hu- 

man5, Comt inuBd en page 16 



C 1 ear Terrai n 



Die 


Creature 


Weight 


Hits 


Ariotr 


ifcmnds fc Weapons 


2 


1 Pouter (Von) 


1 kg 


2/1 


Jack 


5 teetbtl 


AO F9 SI 


3 


2 Flying Intenittent 


4 kg 


2/6 


Note 


1 teeth 


A8 F6S3 


4 


1 Trapper (Carpet 1 


200 kg 


20/10 


None 


4 tranq 


A2F6 S3 


5 


6 Chasers (Piercers) 


100 kg 


12/8 


Cloth 


10 stinger 


ft* F7 S2 


h 


10 6razers (Rollers) 


25 kg 


7/5 


Jack 


2 club 


F4 A8S2 


1 


20 Graiers (Rollers) 


25 kg 


7/5 


Jack 


2 dub 


F4 A8 S2 


8 


6 Ckasers (Piercers! 


100 kg 


12/8 


Clotb 


10 stinger 


A* F7 52 


9 


10 Grazers (Rollers} 


25 kg 


7/5 


Jack 


2 club 


F4 A8S2 


10 


1 Trapper (Carpet) 


200 kg 


20/10 


Hone 


4 tranq 


A2 F9 Si/2 


11 


2 Flying Intermittent 


4 kg 


3/6 


tone 


1 teetb 


A8 H S3 


12 


2 Pmincers iitorisJ 


1 kg 


2/1 


Jack 


5 teeth 


AO F9 SI 



Mountain Terrain increases chance of 
F 1 yers , decreases chance o-f Grazers 
and Trappers . Underground Terrai n i n- 
creases chance o-f Worms, eliminates 
chance o-f F 1 yers - 
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FEATURE ADVENTURE: 
FUN WITH BLOTCHES 



This adventure is actually closer to 
a campaign, with a series of scena- 
rios all dealing with Blotches and 
their -fight with a mining corpora- 
tion. The scenarios should be played 
in order, as each is based upon the 
activities o-f the last. 

BACKGROUND INFORMATION 

One year ago, Minetech, a sector-wide 
mining and processing firm, began op- 
erations on Acrid. It is taking ad- 
vantage of the world's natural chlor- 
ine atmosphere, removing gases from 
it directly and refining them for va- 
rious industrial uses — the com* 
pounds floating around Acrid can be 
used for everything from anaesthetics 
to detergents. 

However, the by-products of these 
operations include various gases and 
sludges that are killing the Rollers, 
the major food source of many of Ac- 
rid ' s 1 i f ef orms. If it cont i nues, the 
Blotches and the rest of Acrid's eco- 
logy could die. 

Various scientists on the world 
have appealed to Minetech to withdraw 
its activities, but it has pointedly 
ignored them. They would take more 
decisive action, but their numbers 
are too few. 

Scenario l: MEET THE BLOTCHES 



commun i ty near the process i ng sta- 
tion, learning to understand them, 
and explaining the situation to them. 
The last part will be extremely dif- 
ficult, as the Blotches's naivete 
makes them quite unreceptive. They 
will insist there is no problem. 

If the players show the Blotches 
the results of Minetech' s operations, 
the Blotches will begin to under- 
stand . They will join in a group- 
melt, and after a few hours decide 
that action must be taken. 

This scenario is largely an intro- 
duction to Acrid and the Blotches, 
and should be an intellectual exer- 
cise for the players. 




The adventurers have been hired by 
Dr. Judy Ganamarku, a major supporter 
of the Blotches. She has been trying 
to communicate with them and explain 
the gravity of the situation, but 
they do not seem to understand. 

Last week she was transferred from 
Acrid's surface to the high port, and 
she is quite sure Minetech pulled 
some strings to get her out of the 
picture. Not willing to give up, she 
and her confederates have raised 
Cr30 000, and will give it to the 
p layers i f they can contact the 
Blotches and make them understand the 
situat ion. 

Th i s scenar i o i nvol ves trekking 
across Acrid, contacting a Blotch 



Scenario 2: BLOTCHES IN SPACE 

Since the last scenario, the Blotches 
have begun f i ght i ng Mi netech . The 
company then moved in their own secu- 
rity troops, and began a campaign to 
ex term i rate the Blotches. 

The Blotches have formed a war 1 d- 
w i de counc i 1 , a graup-mel t wi th a 
member from each community. A year 
ago, they commissioned a starship 
from the star-port, paying for it with 
B 1 etch -made superconduc t i ng com- 
pounds. Or i gi nal 1 y i t was to be an 
exploration vessel , al 1 ow i ng them to 
see other wcr Ids, but it now has a 
^ew use . 

The p 1 ayers are hired by the 
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Blotches to crew the ship. The al iens 
grew tD like them during the contact 
phase, and 50 have turned to them; 
they will pay Cri60 000 in compounds. 

The Blotches wish to travel to To- 
bia ? where they will have the players 
help them try to get aid from the Im- 
per i urn , and then return to Acr i d . 

Unf ortunate 1 y , the government will 
ul t irnately refuse to help, as the 
matter is "out of their jurisdic- 
tion." The Blotches will then -form a 
group-melt, and decide to hire a mer- 
cenary troop . 

This scenario i nvolves carrying 
the Elatches to Tobia and back. There 
will be many stops on the way, and at 
these times the players must try to 
keep the E! otches -from gett i ng 
trouble -a very difficult task), 
sible situations include losing 
all at the star-port as they go 
exp 1 or i ng, havi ng them commandeer 
ai r-r-af t , 



into 
Pos- 
them 
off 
an 

or even having the ship at- 



tacked by p i rates . 

Scenario 3 - BATTLE OF THE BLOTCHES 

Upon returning to Acrid, the players 
must adv i se the Mercenary troop on 
the si tuat i on , and act as 1 i ai son be- 
tween them and the Blotches. 

As the military campaign begins, 
Minetech is immediately pushed back. 
In a series of decisive battles, the 
mercenaries force the Mi netech troops 
right back to the processing station. 

But as the mercenaries begin their 
final attack, a nuclear-tipped TAC 
missile detonates above them. The 
players and troop command team, who 
had he 1 d back , surv i ve , and must trek 
across Acrid back to civilization. 

This scenario is basically a mili- 



ar 





' ft IKE TACKSOfJ 
tary or Str i ker campai gn and a wi 1 - 
derness adventure. Each part can be 
played in as much detail as the play- 
ers would enjoy. 

Scenario 4: NOW YOU BLOTCH IT, NOW 
YOU DON* T 

Minetech has brought in more troops 
and resumed its ext i net i on campaign 
with added fervour. The remaining 
mere en ar i es have lef t . There seems 
1 i ttle hope. 

The Blotches have decided to build 
their own weapon to finally defeat 
Minetech. After two weeks of repeated 
group-melt del iberation, they have 
designed and built a weapon no t seen 
in this area of space in three hun- 
dred thousand years an ant i -matter 
bomb. 

The players must sneak this 10kg 
device into the processing station, 
set it, and get out before i t goes 
off. They must avoid Minetech guards, 
find thei r way through the stat i on 
and i ts defenses, and so forth , 

This scenario is a standard action 
one, with as much or as little combat 
as the players desi re. The referee 
7r ; ust create maps of the processing 
station and its environs. 



AFTERMATH 

Af ter the detonat ion of the bomb, no- 
thing is left of the Minetech station 
but an immense crater . The company 
rep resent at i ves at the downpor t and 
in orbi t dec i de that this cperat i on 
is too costly and pull out. Acrid, 
and the Blotches, are safe. 



BXC-1 



Blotch Expl or at ion Cruiser 

The BXC-1 was designed and paid for 
by several Blotch communities-, and 
built at the Acrid star-port. Used 
both as a courier and for Blotch ex- 
ploration of the outside universe, 
it is the only Blotch ship in exis- 
tence. 

The BXC-1 has a very strange con- 
figuration. Its structure is extreme- 
ly dispersed; the rooms and corridors 
extend in all directions seemingly at 
random- The ship is intended to be 
flown by a human crew and so is divi- 
ded into two separate areas; the 
Blotch section, with a chlorine at- 
mosphere, dirt floors, and red light- 
ing; and the human section, with nor- 
mal 1 i f e-support . A singl e air lock 
connects the two areas. The Ship's 
Boat is similarly divided. 

Areas IX, 12, 13, 14, 15, 16, 17, 
23, 24, 25, and 26 are Blotch-condi- 
tioned. 



STATISTICS 

Tonnage: 
Crew: 



Dimensions: 

Acceleration; 

Jump: 

Power Plant: 
Engineering: 



Sravi tics: 



Electronics: 



Armament : 



Screens: 



200 tons. 2800m 3 . 
4 humans (Pi lot /Naviga- 
tor , Engi neer , Gunner , 
Scientist/Steward. ) 
40. 5L x 25. 5w x 39h. 

2- G constant. 
2. 

3- 6 EP. Agi 1 ity -2. 

2 unspecif ied Blotch 
fusion power plants 
driving one Blotch jump 
drive and one Blotch 
grav i t ic manoeuvre 
drive* 

Standard i nert ial com- 
pensators, i G floor 
field in human section, 

3 G floor field in 
Blotch section. 
Naasirka Model /2 compu- 
ter with several 
Blotch -designed prog- 
rams. 

1 triple turret mount- 
ing 1 beam laser, 1 
missi le launcher and 1 
sandcaster . 
None . 



Conf igurat ion : Di spersed structure. 

Unstreami ined. 
Capacity: 20 Blotch passengers. 7 

tons cargo. 
Vehicles: One specially outfitted 

30 ton Ship's boat. 

DECK PLAN LOCATIONS 

1. Bridge. Position for Pilot/Navi- 
gator. 

2. Computer. 

3. Avionics. Access through remov- 
able wal 1 panel . 

4. Human Common Area. Iris valve up 
to Bridge section. Iris valve 
down to Ship's boat section. 

5. Galley. 

6. Ship's Locker (Human). 

7. Stateroom. 

8. Stateroom. 

9. Stateroom, 

10. Stateroom. 

11. Blotch Common Area. Iris valve up 
to observation. Iris valve down 
to Ship's boat section. 

12. Ship's Locker (Blotch). 

13. Observation Lounge. 

14. Gar den /Gal 1 ey . Contai ns various 
flora and fauna from Acrid. 
Blotches feed on them and then 
relax here. 

15. Blotch Lab. 

16. Blotch Living 
ing space for 

17. Blotch Living 
ing space for 

18. Cargo Bay. 

19. Ship's Boat Bridge. 

20. Fresher. 

21. Airlock. 

22. Human or Cargo Transport Area. 
Acceleration couches fold out of 
f 1 oar . 

23. Airlock. 

24. Airlock. Connects Blotch and hu- 
man areas. 

25. Blotch Fresher. 

26. Blotch Transport Area. 

27. Ship's Boat Fuel. 
23. Ship's Boat Drives. 

29. Fuel Tanks. 

30. Turret . 

31 . Power PI ant . 

32. Jump Drive. 

33. Manoeuvre Dr i ve. 

BXC-1 ^*2722321-O3MO0-29OO2-O HCfl25 ZOO tons, 

batteries beariag 1 i i Cre*=4 
batteries 1 1 i TW3 



Area. Contains 1 iv- 
10 Blotches. 
Area. Contains liv- 
10 Blotches. 



Pas$ttij*r5 s 20 Lo*=0 Cargo*? Fuel*** EP=6 tyility=2 



Continued from page 8 

Blotches heal at a rate □+ 2 
points per day, 4 with medical treat- 
ment. They cannot use any drugs or 
law berths. 

Blotches always have +6 on the re- 
action table, unless attacked, in 
which case they drop down to +2. 

Continued from page 11 

SETTLEMENTS 

There are two types of settlements on 
Acrid — human and Blotch. Blotch 
settlements are tunnel /dome complex- 
es, and are scattered about the pla- 
net, avoiding both the equatorial and 
Arctic zones. The total Blotch popu- 
lation is around 35 000. 

Humans settled on Acrid in 1037 in 
order to exploit its abundant resour- 
ces (Hydrochloric acid, Si lver, Lan- 
thanum, etc.). The orbital high port, 
including the starship construction 
yard and -facilities for the Asian-Im- 
perial Tradelane, supports a popula- 
tion of 500. The low port, Acri-d's 
only true city, contains approximate- 
ly 300 humans, mast of which are in- 
dependent miners. Finally, there is a 
mining facility of 400 individuals 
owned by Minetech, a sector-wide pro- 
cessing firm. 

As the two races usual ly avoid 
each other's settlements because of 
climate, there is little contact be- 
tween the two, except for the occa- 
sional sc ient if ic mission. However, 
there has recently been considerable 
friction near the Minetech station, 
as the processing operations are pro- 
ving detrimental to the environment. 
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INSIDE EQUIPMENT 



shower 



emergency kit 




controls microwave 
holo-screen ! utensils 




chairs / fridge 

VCB, stereo intercom 



All components open/ac tivated I 




Chair removed for clarity. Contents of 
emergency kit on floor. 



TL 13* STAT E ROOM 

Also known as the collapsible 
stateroom. All facilities fold up 
into the walls except the desk 
and cooking center. Three chairs 
are included with the room, two 
in special wall compartments. All 
are foldable and magnetic . 

The carpet can be easily re- 
moved to facilitate cleaning The 
floor storage compartment cannot 
be folded up when filled. The sh- 
ower has a built-in heater t both 
to evaporate any remaining water, 
and! for use as a sauna . 

The emergency kit may be open- 
ed either from the bridge or man- 
ually during power failure. It in- 
cludes a rescue ball and a hostile 
environment kit (JTAS 5). 



Suggested by Ed Edwards. 



Back Issues 

Issue 81 reprints available 

Issue 82 reprints available 

Issue 83 sold out 

I s sup 84 sold nut 

Issue 85 sold out 



NEXT ISSUE : 

Feature Adventure - The Gabriel Project 
Hive Embassy Ship 
Dpres Subsector 
Plus stats for Recoil less Ri-fles, the 
Prefab starport, and much more! 
On sale in September' 



-17- 



SENTRY BOX WEST 



No.1 IN TRAVELLER LITERATURE I 




WE STOCK THE 
FOLLOWING LINES 
OF FIGURES: 
Ral Part ha 
Citadel 
RAFM 

Mini figs 
Martian Metals 
Asgard 
Grenadier 
Frei-korps 
Stone Mountain 
Heroics and tfos 
Skytre a 
GHG 

Naismith 
Dark Horse 
Off the Wall 



m SPECIALIZE IN ROLE PLAYING GAMES , 
BOARDGAMES AND LEAD FIGURES. . . 
ESPECIALLY LEAD FIGURES .? 

We stock all the latest TRAVELLER supplements at reasonable prices! 
vie also have back issues of Journal and hard to get TRAVELLER figs,. 

IF YOU NEED SOMETHING JUST AJK ! 



SENTRY BOX WEST HOBBIES 
;309 iiist 5tS Ave, 
Vancouver E,G, 

Canada 
(60^; 73^-1 95 



COMING SOON: 




HIVERCAHD accepted 




FOR TRAVELLER: Challenge 29 

Traveller's Digest 9 
The Darrians 
Regatta 



Don't leave your homeworld 
without it! 



FOR 2300 : The Aurora Sourcebook 
Pcntapods 

Ships of the French Armm 
Starcruiser 



TRAVELLER 
CHRONOLOGY 



WetJ ^*R4 R€tRE~_<Ek5T 



7 ^ CI)A k l 

n 



it* 



"T^F^B 




1** 



Z I I 

HE 



This tiuiiu lists lit mt i^sftut tml! i« the liitorj of each of Intel let's ujor fa- 
ces, it THH liptriH law anpilel iriorutini fr<* a]] frertois]; fibltsltf Traveller 
tools; Is tl» bnt mr boiled no ujer ewits late been leU mt. mile sow lata 
hive been roaHeJ eff to the hith! untitrj, Lh# atari*! ri«cile p or Lit nearest li [In in j| 
ill dat bng vit«s t nst art ar^rate to uithia Die 

Tl* ZMiiti ifi^e ti* ii tlyipiUs Dt three ytm each. SiKt ao pfovisiH it givti ai 
the Mien *>f.3? fa ZltDtfaai iiih) prior to tbe first OJfflriad, m hm closet silplf ti 
■lift Up jeaf as i native luibrr. Frn -&73J fipet laJ as, the tutor before tie print is 
tftr 0lTipi*tf f airf the M*rr after tbf pried li tie fear. 



jpril IKree -fit- I- -Terra*-- ZMui bgt 

cities 

IB I TP ti 

™6al. TecHolfttf beci 
starlit 

Ttt klDlDtt! tails to 



-540 Oflfl 


-57D 000 


-110 000 


370 DM PI 


510 ON IX 

mivv VW mm 


47(1 (KM 


-530 M0 


-390 P0C 


^ to pi 

i^inr WWW P 1 


470 ODD K 


-350 mt 


■«o «0 


-IM0M 


261 000 PI 


350 MO St 


-300 OM 


-J40 000 


-ZW 000 


220 Ml n 


300 OM K 


-ZW 7W 


■HI 65t 


-73* 7W 


119 750 PJ 


2ff 7MM 


■?on oog 


-230 MS 


-J 61 0OO 


JSC 100 PI 


200 MO It 




83 0W 


■55 BOO 


53 HI pr 


TOOMIt 


-50 MO 


"51 DM 


-35 0O0 


35 100 PI 


15 000 K 


-a ooo 


-25 M3 


-M MO 


12 0MPI 


15 OM K 


-15 doo 


-13 IN 


-SM0 


MM PI 


10 OM 1C 


-11 OM 


!0OM 


•INI 


SOW PI 


6000 K 


10 91 J 


-MC 


-1324 


4485 f T 


54M IE 


-f nj 


-mo 


-m 


1100 Pi 


3100 K 


■MOO 




■JM8 




tw It 



crfitii. Htuis trusflutfi 
fin I kt I2MX) jrsl ftsLnyi 
taints 



-fl 000 Iropte lifilhihoa reaches 
I west poiiL leuLssMcf oi 
sever j J worlds, RHliBcovfry 
of ibihtp in caste 

■58 MO Irojie recover frn uticJyn 



finally run Ini 
II Mfl list of nrfe n Hm Sap Ins 
-ttffl FLdhmhit of HIul to I lure 
-1316 first Viliai space 

eiploratiois 
-<2M fcintif it bises establishf* 

thrn^bnt VJul solar sjstei 
-3M Coloiies nWMM titl 

sublimit craft 

sjsteis 



h pifiij -tain- -mm- -Ttrru 





-mi 


-P42 


Pt 


47W It 


-344? Nial lisiDftr iltti 












jltfJLlfttCF 111 TM1LH Df 1 












turn civilmlioi 




1 El 

-SI 57 


-351) 


3W? PI 


4714 K 


-334S Villi] I i stow Jim irfvt 




-7743 




M PI 


4J4B SC 


2914 first Hi wr hi i pi lit in 




-i j mm 

-74ZZ 


-345 


3417 PI 


404? K 


-2414 Ttalui iiicnvir priitii; 




-?m 








priss 


El 


33M PI 


4IM It 


-7410 ZMui initop tlncst*; 




-mi 






psiHici. 


-?m 


lil 


PI 


34!? K 


■1670 First Zhouni sjicf 


-mi 










npliritiois 




tw 


Z?3Z PI 


3424 K 


1424 PI131F di Zhofaie 






MM 

J lull 


Tinn pi 

flyv rl 


m it 


-100 Ziiliii nztrttty 




-5301 


tm 


mt n 


2210 It 


1.1 First Psinit 6mm. 












Iwjimitq Df Ziotui iitiij 


-J ZOO 










syitn 


-4700 


1AM 


1600 PI 


170t K 


700, First ZMni pJanphar^ 

, ■ ■ 












llll]«tS 




-45O0 


IAN 


1500 PI 


I5WSC 


340. Zlofiii ukr first sifeliglt 












MinltHir flints, lilni 












spitrt rtulrs 40 pirsrcs. 


-58Z3 










ftgns rwtiw Ittf it in 


-4244 


m 


1331 PI 


1302 K 


405,2 ftDiui (c-ss-slile KttbliSMl 


-5600 


-m 


213* 


IJi? PI 


1077 It 


505. J NiilnlitiMS tlih nt Bum 












MUIlsM 


-MM 


-3817 


1777 


1041 PI 


70? It 


5S0 ,3 lilHi ImlDp 3i«-2 Mm 


-54J5 


-3PM 


?28? 


J0J0 PI 


m k 


507.2 Zkoiui listorfr Ji« 4rin 


■5IW 


-3703 


zaoi 


tOlt PI 


171 It 


M.J Stirl at Vilui tMsotilitiDi 


-WW 


M2 








Hits 


too* 


490 PI 


177 K 


T07.L linn ItitJ* i if trier Iiv 












mm 


-*m 


-2777 


mi 


337 PI 


U 1 


Mrj . 7 Tf mi Jitim «iitpi brain* 




2*47 


jm 


!6f PI 


M 1(7 


1038.1 lip ibsnrbfl by ftlni 






IZIO 


ITS PI 


JU lit 


1082.1 K'Kut uiflntlN ef 












imtmtli 


-4212 


-2<H 




115 P! 


a m 


1173.7 ?ti»fir< Jim ttin 












Itjiiniig nf frmy of Hirtr 












upbratiDi u| ivHImit 


-4112 


-KM 




72 PI 


U 179 


UH.3 rim ivvtlop Jiip Irivv. 












War qaiist ci™ torts begins 



.Ineri.l -lain- -t'tr»- -Ifilaj- -Terr.i - Zid.ii Evul 



-7739 3174 



-4000 


1700 


3500 


-ZEIS 


-1970 


3*20 


-J5W 


-woo 






-870 


nap 




-780 






-5*3 




-74« 


-+30 






397 






-399 




Z42Z 


M 


4772 


WW 


-370 


47BJ 


-2400 


-34! 


4770 


-2400 


-400 


4000 


-2398 


-35? 


4742 


-73W 


-341 


4779 


-1733 


-173 


4977 


-721* 
-2214 


3 


mi 




-172 




-mi 


-17 




- - 

Hit 


-Art 


Mi 


-218] 


o 




-2074 


u 




-7045 


44 




-2038 


57 





ill '^fi 



11 500 



177 VI M 71 J 

400 vi mm 

940 91 U J 770 

Mill 

UfSVl 41 

1190 VJ 41 TOM 



12J4 Vt 
1219 VI 
JZ2J II 
J21t V! 
1237 91 
1200 It 
123? VI 



41 2090 
II 2097 

am 

urns 

UZI2I 
41 21K 
U 2123 



1744 91 I121JZ 



134191 11 2784 
mm 41 2302 
1385 VI U 2317 




1(98.1 



1200. 



1307.3 
1400, 

1730. 

1770. 

mo, i 



End of Villi t CaiHliiitiDi 
EsUOIisutit a4 Cru4 

EipiTf Dt Sllrs iTlrSt 

lifer tin) 

lot* HiurSiri Vilui re** 
ttplifttim. Vital i)n halt 
rneifti. Fin! 
npetitlu 

Vargr llsnvtr Ji_p frjvc 
first Iiperiii reichH 
fTHtflt kttfht 
First 



1917,2 

1921,2 

1971.2 

1927.2 

1931.1 

1900, 

1937.1 



Term feliisMKt 
First felnmj spire 

5a I mi l tats Ihmftort 
uJir ^stn 

5«lMUi iiicDw It* Jrivt 
3D j mm visit Mr mm s Stir 
First rnrtxt tttl Villi] 
first I Her it ei In tor be^iti 

Vtrir pi I iijinq ltvts 
Tirrit Caifriifihiw 



timmt 

ttrit 



1934.1 Terrulivvi 

nMi 

2004.7 HI litmtellir tir starts 
2011.3 Htl Iitmtillif hrnl! 

2010.2 Trrru Contetefitfa 
itonlvH. Hit it Ru btjin 

2024.3 Mm First Vorli hr 

2039.1 Jslll fctlrir far 
7049.3 First fain que 

2077.2 FurutlM rt tie TMIfc 
Start o4 Ostu lit j 14 sptM 

2074.7 fleeisi Villi, tBlmiii 
Trtjis Burkes 

1504 VI 11 2474 TOW. 2 First uilact Map Vtm 

ut Hiswi 

flint 



1474 VI 10 7433 

m n ii2«7 



1511 VI H 2493 Z097.2 t'trie nctif y several I 



]««ilJ -kill- -K'frff- -«J«l" -Tm..-- F,„t 




62 


?0?S 


JS14V1 mm 


2094.2 1iw-K'KrH War btqlii 


-2023 


* 


J1I3 


1571 II U 7198 


2099,1 fiii»FmriliD*ntnliiiH', 










HnyNlIt 


-2010 


74 


SJI7 


1J25VI 11 2503 


2111.! Km tuipjiUBH Df rim 


-mi 








■nrlls it art 


00 


Sill 


1520 91 U 2503 


2101.7 Htm hi iii lit inns if K'lrt* 

r n ni * ■ 










■nr lis finish, rim 










rptrnt. Hiur-rXrif liar 


•mt 


J 00 


3190 


IMIVI 11 7500 


ends 

ZJW, Tim Z.oUfti tntut MiU 

" ■ ■ hiinwpj iiiiiiLi will 










traders 




ft 


5123 


1539 11 11 7522 


ZIW,3 telit rirYrloo Jw drive 


-J»M 


110 


5119 


1553 VI MZ34I 


First Islu caitKt H jth 










inns 


-1WZ 


m 


3284 


1417 V! U 2719 


ZII7.J First Um cailid lit a 










Kutt 




m 


3JW 


1707 91 HI 7745 


ZTOTf 1 CdIjUB* ui ffitt of Hji itma 

+*|rw hi hit ui rmm . LIPFj 










liffct ■fftii 


JJOO 


m 


540G 


inovt aim 


C(0. Iirjr piU*g!i| eidi 






5379 


1771 « H 283J 


JW7.1 !vrru Ami* tilt Cwmity 










ntubJisjrd 


1450 


us 


540, 


(795 91 « 2863 


HU.3 Sul of fashiltta, lirgr 




434 






EfrClltTS StttJld 


•1324 


55 J 5 


1194 VI Ht 2995 


2320.3 litrMitHir trait aliHt 










Mm , 9 Ptt 


-an 


453 


5520 


1900 91 U 3010 


Z3Z7.7 Ttppai Traders rnticl 












-iJ is 


tfOl 


3059 


ZMtVI 11 3403 


BBJ Flnt bin ifcrfer Uir tejiaa 


1114 


nil 


5840 


7207 H M 3411 


?M6J 011 Earth UtiM CUitf J 


-H44 


J J IS 


59JS 


2257 VI M 3477 


Z535.2 As In first cms frtil lift 


IMO 


1700 


4000 




?60O. Zhfilni Cain Lift rtithts 










prneit sin 


-9?4 


1372 


1115 


2347 VI 111597 


ISW-3 hrrlusftuh TL [L ki 












-&5t 


E63S 


4242 


2553 VI m 3971 


Z7II.1 Srkn FNeritin rslatliihfl 


43fl 


1640 


4740 


2570 VI 113190 


2770. Is laid sfcUrs rnlniird 


-399 


192] 


4450 


2742 II III 4122 


2822.3 Sfsr 4 Vorll cDlDiizitiDi 












-200 


7150 


6420 


2190 VI U 4321 


2110 first aiua mac art frit a 








rtm 


-Ml 


2164 


4427 


2902 II U 4335 


2917.3 First terl Iter 11 










[»4 Mint in 


-no 


7731 


4490 


2959 VI U44U 


2951.3 Sllhslll Cnurii 


31 

■ . 


2347 


4754 


101911 Ml 4491 


7987, z Qml b*Hd« bqili 



r__ = _ k ■ _ ■ _ _ 


ITIrte- 


-VilMi-- 




- -Zkotai) Evtil 





jl j-j g 


t/g] 


JMZ VJ 


M 4_21 


MM, 3 Ui o* Loi; ligkl. Clnra 












fmutis Thirl I^tfin 


5_ 


W_5 


AD-IT 

WJ __ 


Til?.] UT 

__/* VI 


ii jci i 

M 4571 


J023.I First ZM»i toitici 


















JO? 1 

683! 


3(07 V] U45BJ 


»77.Z CnlBsntiH tf Spitur^ 












NirEln bt^iis 




MAI 


J. 11 i Ji 


HUH mw 


U I5T7 


3134-7 fUiflEiUn Cttpiifts hffli 


111 

ill 




*§7__ 


1121 VI 


U 4*15 


305!. 2 UNM Hjfallfiis pro^KH 


_?A 


nn 
. .• : .• 


SB31 


3137 VI 


U 4*41 


3B54.J FKifitatin CimiipE til 


STB 




tiW4 


3 J 53 fl 


I I 4W* 


38*6,3 StDtU fKOitet lirrius 


£ IV 


IS it 




94JU ii r 

37M VI 


U 4731 


3DW.2 Var^r sttrt ca^iifis ii tit 












terHH 




7771 


/v™ 


J3W |[ 


II Wf 


3J55.3 Virijr Currier ci^ijps uri 


MB 






3320 VI 


« 4W1 


3170.1 Ftacr tit Flrtilr, Ii^rnl- 












JhJu krltr ifitallisM 


iH 

TUT 


WT.7 


7]J£ 


33** VJ 


U 4*73 


3(00.3 F.fit ShiliKhai bhrtks 


1£_ 






Jjm IT 




3lb7.3 First Evmy of [^etib 






7134 






totptitN 




mi 


336? VI 


Al 4W 


3]f»J Eistir CutcQf lit itorM 


441 










iita I^tfiii 


lTUT 




33*9 V] 


U 4l_2 


3206 J First Asia caitxt lith 


475 


J_ FJ U 


7175 


339? n 


II 4f?6 


3212. 1 bprfu Itclbtlf iiusiiiitri 


TUT 


vm 


7JI7 


MM VI 


■ 1 pi J M 

M 50f 


32J1.3 Miff up ttit wmi to ilN 


fVv 


WW) 


/fSJV 


TJJUI UT 

_fff_r VI 


M SWfl 


3m, J^ffiaL tipJifitiws iiti 












Ikutui terrliarj 


■iftff 


ftar 


34M VE 


HI _1W 


If'f H ~iP *P - ■ At m m m 

32*2.3 Tern ucnrpiyaltf lib. 














JD7 




7270 


34B5 VI 


II 31J0 


3263 a First Fmtitr tor slvti 




j_i__. 




Iff 

Hit fl 


_1 CIV 

M 5125 


3241.3 first FfMtiit War Hh> 












l^iniig tf Civil Var 


DVD 


J J ft/ 


77M 


3*97 VI 


a Hz? 


3270,3 fLiv knl t-FtiAkitJ 1 torim 


D19 










E^rm luqtttiit I 


-inn i 


3564*1 


II 5136 


32744 5kdiI Frntief hf Iqiii 


__M 




7715 


33flfl VI 


U 5141 


3277 P | S«cnl FrnUtr Hit tiii 


*2_? 


■J % 1 L- 


7717 


3SJ0 VI 


Hi 5143 


3277.3 Eil of Civil lir 


624 






3511 11 


n 5i*5 


3276.3 X-boat^tntst^llstei 


D/T 


■ ( h 1 


ITU 




U52M 


J303.Z klnuj poitf brolrtft it 


7(4 


317? 


lift 

73*5 


3571 VI 


» 5225 


cnrt 

77 I J n CnlllBUl X_ X _______ Pi ■ _ m 

__J1,j_ ^Qimil nitDlDIDl_ RP^IDB 












(nNM 


7JB 


3195 


7J77 


3582 VI 


M 5237 


J3W.3 K-bMt sptti Emrs tit ire 



j MtrUl -feu,- -mm- - T ,rrit- -flriai ft„l 



750 


mi 


701 


3456 W M 5771 


3335 . 1 fruit fc Zkdmi cort 


7W 




7444 




rxpriilitt 


3443 II II 5320 


IBM Crisis i4 


B8fl 


37J? 


7445 


3443 V! HP 537! 


3157. J PiiniEs Suppression* hni% 


m 

052 


3318 
33*8 


Wi 
7m 


3443 01 11 3347 
3417 V[ U 5373 


33fiB P l hjaRjcs SapprvHiuiis tnri 
Mi Cumit 5*rl VarJIi 


ill 








pvrriMtt tstibiishel 


3370 


7304 


3447VI M53K 


JOT- 3 Irani Mwdhbs frjiar 
rw^ttiips wto Sill nam 


?4Q 


IM 






Cotfthnticfi 


75*1 


374? 01 II 5461 


Mil. 3 Cnfritritiii prciHts 




34M 






M#iJiSf D? Itptnui 


754? 


3754 VI a 547] 


3424.1 Sqlnaii rtiittqratH iiti 


m 








[ipertu 


m 


7W3 


3770 f I II 5504 


3137.1 ttrt o# TUN Frntitr lar 


m 


3501 


75?? 


3713 VI U 5507 


3410 J EM of Thirl Fraitiir Vir 


m 


3505 


s 


3714 VI II 35 J J 


H4L3 SbIbuiI Ria fir brfies 


m 


3515 




3777 i] II 551? 


3M5.2 Iiptritl liiuct to m of 
SoJflWii Sphere. MMM 
HUM witter 


m 


35!? 


76IJ 


37?5VI JU5373 


3M7.1 SiP^t of ffrri+ EH of 
%]«»i lit Vtf 


1SQ5 


35Z3 


741! 


37?7VI « 5374 


H«J Solniii Km fetri rrtiteri 






7444 


3fi?f VI II 


HHpI tatuttiuDf PhatAii 


IMS 




7440 


3178 VI 415541 


project tojiii 


15* 








M l mm 


projttt eels 


IWS 


Wl 


7«5 


3475.2 SkoiJ Slriey of tk hperJtl 


im 








tNfittri 


34 If) 


747? 


3355 w nun 


3*02-3 Filw Kir IFnrth Frontier 




34 J 3 






iit) brjiis 


m 


m 


3157 V! « 5605 


HB.J Fals« lir {Fnrth Friilier 








ferl ends 


1107 


3i3? 


76T? 


mm mm 


3414. L FiftlFraitier hr itirts 


iiiG 


3£4? 


770? 


3B76 IFJ MHli 


3495.2 Fifth Frettitt lif till* 
Terra rthriri to hnw rile 


Mi 








l*jf TlJiPM'JI 


3649 


7707 


3WJ II ■ 5*J7 


34IG.1 Fipfrer Strepboi 








issiuiuttf, fehellioi 



faejins 

This sipp3Ei?tt first apptirri ii Thiri l^erim 16. 

■ — 



Emperors of the Imperium 







ion 



200 



300 



^00 



-Clean I 
Cleon II 



H — Martin 1 
X*- Martin II 
-Cleon III 

-Forfiria 



-Anguistus 



-Martin III 
^Martin V 
— Nicholle 



500 1§3 



600 



700 



300 



900 



1000 



1 100 

1125 



Clean IV 
„ Jerome 
, Jaqueline 

t Emperors of 

"Arbellatra 
■ Shakirov 
-Margaret I 
-Paulo 1 
To ran to v I 

- Paula 11 



th* Flag 



Tomutova II 
-| — Margaret II 
Sty TJX 
Gavin 



Paulo III 
-|- — ■ Strephon 

Interre gnujn 



606 i — i 

60? 

606 
609 

610 

611 

612 
613 

615 

616 

617 
618 

6 1 9 

620 
621 

622 



-olav 

-Sam on I 
Cons tan tu& 

-Nikolai 
-George 

■ Interregnum 



■Cleon V 



^Joseph 
lC Donald 



Emdiri 

Catharine 

Hamon II 

Jaqueline II 

tfeuti 

Marava 

Ivan 

Martin VI 
Gustue 



